	Seven Heavens

Tons of special abilities
	Twin Paradises

Healers and Plane travelers, no psionics
	Atlantis

Cure disease (3), Cure light wounds (7), cure serious wounds (3), detect evil, detect illusion, detect magic, detect traps (7), know alignment, invisibility, light, polymorph self, read magic, remove curse, remove fear, teleport no error, tongues, ultravision, protection from evil, planular travel, ethereal, astral, 

Immunities:  cold, electric, magic missile, petrification, poison, gas, ½ damage from fire.  +1 weapons to be hit.
	H. H. Ground

Spell casters without special immunities


	Avandor

“Companion” creatures with some eclectic abilities and immunities. 

	Arcadia

“earth based” angels
	The Prime Material Plane

No special abilities, not immortal


	Avalon

Spirits of Nature, extensions of nature

	Nirvana

Immune to Charm or Illusion

½ damage from cold, fire and acid

Hierarchs:  Never surprised, “first strike”, clairaudience, clairvoyance, command, dimension door, teleport with no error, wall of force, astral and ethereal travel


	
	Limbo

Bi-Polar

#1:  ex-followers of Vecna (mind controlling and manipulators) supporting ‘yanki’

#2:  Titans supporting Gith’s rebellion and the ‘zerai’

	Archeron

“expandable monsters”(?)


	
	Pandemonium

Multi-attack heavy duty fighters.


	Nine Hells

Abilities:

· Charm (effect varies by Devil)

· Improved Illusion 

· Modify (provides sensory input sufficient for optimal operations, at 60’ range)

· NWP Planular Travel

· NWP Persuasion ++

· Etiquette ++

· Cause Fear (affect varies)

· Animate Dead (affect varies)

· Universal Translator

Immunities:

Lessers:

No special

Major:

+1 (or better) to hit

Half from:

Cold, gas, 

None from:  

Fire
	Gehenna

Big and strong (strength progressive increase 19, 20, 21, etc…)
	Hades

Infra & ultra vision, detect invisible, read magic, comprehend languages, invisibility, telepathy, word of recall.

Immunities:

Poison and paralysis

½ damage from acid, cold, fire

High (and/or depending on the interpretation special magic resistance) possibly able to reflect attacks.
	Tartarus

+1/+2/+3/…. Weapons needed to hit (progressive)

strength 19, 20, 21, etc… progressive

Magic resistant (increases in awkward steps through progression)

Detect good, detect invisibility, detect magic, dispel magic, esp, fascinate, fog cloug, gaseous form, invisibility, tongues, “weakness = reverse strength spell x3”, summon “friends”, infra and ultra vision, 

Immune to acid & poision, fear, illusion, 

½ damage from cold, fire
	Abyss

Abilities:

· Modify (provides sensory input sufficient for optimal operations, at 60’ range)

· Common Delusion

· NWP Extraplanular Travel

· Creature Summoning (varies)

· See Ethereal Objects

· Universal Translator

Immunities:

Lessers:

No special

Majors 

+1 (or beter) to hit

Half from:

Cold; Electricity/Lightning; Fire (Dragon, Magical); 

Gas (Poisonous, etc)




Properties of Significant 4th Wave Races

· Intelligent with a language capable of communicating abstract concepts

· Capable of having a non-neutral alignment

· Engages in “politics”

· Thinks outside of self and/or personal unit and immediate needs

	Seven Heavens

Angels
Planetar

Phoenix

Solar

Moondog

Precious Metallic Dragons - Bahamut

Land Dragons

“Elemental” dragons (mist/cloud?)
Oriental dragons

Ferrous Dragons

Dragonel

Drakes/Wyrms

Chromatic Dragons - Tiamat


	Twin Paradises

Guardian Angels
Hollyphant

Lammasu, Greater

Opinicus

Shedu, Greater

Shedu

Lammasu

Baku

Halflings (including stout and tallfellow)– Yondalla

 
	Atlantis

Deva

Triton - Triton

Locathah - Eadro

Merman – Eadro
	H. H. Ground

Spirit Guides
Ki-rin

 Couatl

Naga

Sphinx

Centaur - Skerrit

Hybsil – Skerrit?

Wemic- Skerrit?

Satyr – Skerrit


	Arvandor

Seldarine
Dragon Horse

Unicorn

Pseudo Dragons

Dragon, Faerie

Elves High – Corellon Larethain
Elves, Aquatic – Deep Sashelas
Gray Elf – Labelas Enoreth
Wood Elf – Rillifane Rallathil


	Arcadia

Earth Angel
Pech

Xaren

Xorn

Galeb Duhr

Umber Hulk

Dwarves, Hill – Moradin

Dwarves, Mountain - Dumathoin

Gnomes/Svirfneblin – Garl Glittergold

Duergar


	The Prime Material Plane

Humans

Humans


	Avalon

Embodiments of nature
Treant

Shambling Mound

Hangman Tree

Willow, Black

Obliviax

Quickwood

Slyph

Nereid

Dryad

Nymph

Pixie* - Rhiannon
Sprite* - Rhiannon
Atomie* - Rhiannon
Grig#* - Rhiannon

	Nirvana

Modron
Mongrelman

Myconid


	
	Limbo

Titan/Overseers
Titan

Mind Flayer

Githyanki

Githzerai



	Archeron

“Raiders”
Barghest

Spriggan

Bugbear - Hruggek

Goblin/Norker (ancient goblin) – “Chasmodai”

Hobgoblin/Quaggoth (ancient hobgoblin) – Maglubiyet

Yeti 


	
	Pandemonium

Slaadi
Bullywug

Grippli



	Nine Hells

Devils (& imp)
Kobold/Jermlaine - Kurtulmak

Firenewt


	Gehenna

Giants
Ogre Mage

Giants (all sub-giant excluding titan), Night Hag, Green Hag, Annis, Ettin

Ogre/Ogre, Aquatic - Bahgtru

Orc - Gruumsh

Ogrillon


	Hades

Daemon
Were creatures

Creature Were

“??” – Anthraxus

“??” – “Bubonis”

“??” – “Cholerix”

“??” – “Typhus”

“??” – “Diptherius”


	Tartarus

Demodand
Babbler

Yuan Ti

Troglodyte –Lagzed

Lizard man/Lizard King - Semuanya


	Abyss

Demons (& quasit)
Drow – Lolth

Harpy/ Vulchling – Pazuzu

Gargoyle/Margolye

Gnoll/ Flind - Yeenoghu

Troll – Vaprak

Kuo-Toa – Blibdoolpoolp

Xvart

Saghuagin – Sekolah

Dark Creeper/ Dark Stalker

Derro

Quaggoth

Tasloi

Minotaur

Thri-Kreen

More?


